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IactuTyT mudposizamii ocBiTh

HamionansHoi akageMii egarorigHux HayK YKpaiHu
ByI. M. Bepaircekoro, 9, M. Kuis

OCOBJHUBOCTI IOBYAOBU HABYAJIBHOI'O KYPCY
IS NIITOTOBKUA MAMBYTHIX YUUTEJIB IHO OPMATUKH
10 BUKOPUCTAHHS IU®POBUX ITPOBUX TEXHOJIOTIH

Y emammi onucano oocnionuybko-nowuykosuti eman enposaddicerHs 8ubipkogoi oucyuniinu «Memoouka enpoeaodsicents
yupposux izposux mexrono2iny 8 TepHoniibcokoMy HAYIOHAILHOMY Nedazo2iuHoMY YHigepcumemi imeri B. [namioka.

Ob6IpyHmMo6ano akmyanbHiCms 6UKOPUCTAHHA i2POBUX MeXHON02Il y npoyeci Haguanns. IIpodemoncmposano egex-
MUGHICMb UKOPUCMAHHA i2pogux naameopm, sik-om Kahoot!, Blooket, LMS Moodle ma Minecraft Education, y niozo-
moeyi cnmyoenmie 00 uUKIA0aybKoi OisnbHOCMI ma npoghecitinol pobomu 8 cyuacHomy yugdposomy cepedosuyi.

Onucarno cmpykmypy kypcy 8 LMS Moodle, sixa ckradaemuvcs 3 mpvox mem, cunabycy ma niocymxosozo mecmy. Ha
NOUAMKOBOMY emani 3000y8a1am 0C8imu NPONOHYEMbCSL O3HAUOMUMUCS 3 maKkumu cepedosuwyamu, sik Kahoot! ma Blooket,
susyumu ix hYHKYIOHA, 3000ymu HABUYKU HALAWNTY8AHNSL BIKIMOPUHU 3 MAUMEPaMU, CMEOPIOSAMU Pi3Hi Munu GiKmopuH,
dodasamu Mynemumeoitini mamepianu. Hacmynuuii eman — onamyeanHs HAGUYOK SUKOPUCTAHHSL, CIMBOPEHHST Md HAdA-
wmyeanus ieposux mooynig y cucmemi LMS Moodle, ax-om: «Anacpamay, «lonxa 3a nioepom», «Minviionepy, «Kpun-
mexcy, «lIpuxosana kapmunka» ma « Cyookyy. Ha mpemvomy emani 3anponoHo8aHo cmyoeHmam O3HAUOMUMUCS i3 2POi0
Minecraft Education, naguumucs cmeoprosamu c6oi ceimu 8 yiti 2pi, subupamu pexcumu, ki 6y0yms OOYLTbHUMU Y iX KOH-
KPEmHUX 3a80aAHHAX, CMBEOPIOBAMU 3A60AHHs MA NPUEOHYBAMU YYHI8 00 cmeopenux cgimis. Ieposi niamgopmu (Kahoot!,
Blooket, LMS Moodle ma Minecraft Education) moxcna epexmusro suxopucmosyeamu 8 Haguaivrhomy npoyeci 33CO.

Tooanvuwumu 0ocnioxnceHHAMU 60AHAEMO BUBYEHHS IHWUX [2po8ux 3acobie, sik-om HackerRank, CodeCombat, Code-
Wars, ClassCraft ma CodinGame, 0115 6npo6adaicerist 8 0C8imHitl npoyec i po3pobKu e1acHux maxux 3aco6is. Joyinonum
€ PO3POONIeHHA MEMOOUK BUKOPUCTNAHHS I2POBUX MEXHONO2I Y HA8UAHHT OUCYUNIIH NPOgheCiliHOl Ni02omoeKu.

Knrouosi cnoea: 2pa, ceumigpixayis, memoouka HAGYaHHS Hopmamuru, Hpopmamura, eudipKkosa OUCYUNIIHA,
i2posi mexHonozii.
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PECULIARITIES OF BUILDING A TRAINING COURSE
FOR TRAINING FUTURE COMPUTER SCIENCE TEACHERS
TO USE DIGITAL GAME TECHNOLOGIES

The article describes the special course “Methodology of implementation of digital game technologies”, which
consists of a syllabus, three topics, and a final test. Course topics are divided into: 1) quizzes,; 2) LMS Moodle game tools;
3) Minecraft Education game. In the first topic, students are introduced to environments such as Kahoot! and Blooket,
learn their functionality, learn to set up quizzes with timers, create different types of quizzes, add multimedia materials.
In the second topic, students master the skills of using game modules in the LMS Moodle system, such as: “Anagram”,
“Race to the Leader”, “Millionaire”, “Cryptex”, “Hidden Picture” and “Sudoku”. Learn how fo create and customize
these game modules. In the third topic, students are introduced to the Minecraft Education game. Learn to create their
worlds in the game, choose modes that will be appropriate for their specific tasks, create tasks, and join students.

Research consists in the need to develop new approaches to learning that would meet the modern requirements
of education.

The novelty lies in the fact that the developed selective discipline contributes to the development of professional competences
and stimulates students to independently search for information and a creative approach to solving problems. These technologies
open up new opportunities for teachers, allowing them to adapt educational material to the needs of students.
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The purpose of the study justify the relevance and novelty of the special course “Methodology of implementation
of digital game technologies” and show how this course meets the scientific and practical tasks associated with the
introduction of digital tools and gamified approaches in the educational process. The article aims to demonstrate the
effectiveness of using gaming platforms such as Kahoot!, Blooket, LMS Moodle and Minecraft Education in preparing
students for teaching and professional work in today's digital environment.

Research results. The use of game technologies in the educational process is an important element of the training
of future computer science teachers. They allow you to make the learning process more exciting, involving students in
active participation and contributing to better learning of the material. Game platforms such as Kahoot!, Blooket, LMS
Moodle, and Minecraft Education can be usefully used in the educational process of PPE and are effective tools for the
formation of professional competencies of future teachers.

We consider some technical problems related to the deployment of LMS MOODLE in ZZSO to be a limitation of the
methodology. Their solution can be seen in the installation of the specified system on cloud platforms or the selection
of game tools for publicly available cloud platforms.

Key words: game, gamification, computer science teaching method, computer science, selective discipline, game
technologies.

IrpoBi TexHOJIOTIT CTalOTh yce OLTbII BayKIMBUMH B CY4acHIH OCBITi, BIAKPUBAIOYH HOBI MOXKIIMBOCTI JUIS
OCBITHBOTO TIporiecy. BUKOpUCTaHHS 1HTEpAaKTUBHUX IUTaTGOPM Ja€ 3MOTY IMEPEBIpATH 3HAHHS, OPTaHI30BY-
BaTH HaBYAJIBbHI 3MaraHHs, a TakoX (opMyBaTH cepeloBHINA TSI KOMaHIHOT poOoTH. L{e 0coOIMBO BaXKIINBO
IUTSE MaiOyTHIX YYUTEIiB iIHPOPMAaTHKH, SKi TOBHHHI BMITH €()eKTUBHO MPAIIOBATH i3 CYYaCHUMU IU(POBUMHU
iHCTpyMeHTaMH. [3 1i€to MeToro po3poliieHO BHOIPKOBY AMCUMILIIHY «MeTonuKka BIpoBaHKEeHHs TU(PPOBUX
IrPOBUX TEXHOJIOTIi».

3anpornoHoBaHa BHOIpKOBa IUCIUILIIHA iependayae BuBueHHs uiatdopm Kahoot!, Blooket, LMS Moodle
ta Minecraft Education, siki MaroTh pi3HHNA (YHKIIOHAT i MOXXYTh OyTH BUKOPHUCTaHI JJIi CTBOPEHHS BIKTO-
pUH, opraHi3allii iHTepaKTHBHHUX YPOKIB Ta CTBOPEHHS HaBYAIFHUX cepenoBuil. Kypc cTpykTypoBaHUH y TpH
MOJTyJi, 110 OXOILTIOIOTH Pi3HI acleKTH poOOTH i3 muMHU 1iarGopMaMu: Bil po3pOOKH MPOCTUX TECTIB IO
noOynoBH irpoBux cBitiB y Minecraft Education. KoskeH Momynb ckianaeTses 3 IeKIiHHOTO OJIOKY 1 MpaKkTHY-
HUX 3aBJIaHb, Y SKUX CTYACHTH MalOTh MOKJIMBICTh OJIpa3y 3aCTOCOBYBAaTH HOBi 3HAHHS T4 CTBOPIOBATH BJIACH1
HaBYJIbHI MPOEKTH.

Merta HaBIAITEHOTO KypCcy « MeTOorKa BIPOBAHKEHHS ITU(GPOBUX ITPOBUX TEXHOJIOT1¥» — CIIPUATH €(DEKTHB-
HOMY BHBYEHHIO ITU(PPOBUX IrPOBHUX TEXHOJIOTIH, SIKi CTAHYTh YaCTHHOIO MailOyTHROI TpoQeciitHOI MisITbHOCTI
MaiOyTHIX yuureniB iHpopMaTuku. CTYJEHTH OBOJIOAIBAIOTh HABUYKAMHU CTBOPEHHS IHTEPAKTUBHUX 3aBIaHb
i3 BUKOPUCTaHHIM irpOBUX €JIEMEHTIB B OCBITHbOMY Tpoueci. BubipkoBa AucHUIIIIHA 1a€ MOXKIHUBICTh CTY-
JICHTaM HaBUMTHCS TPAIFOBATH 3 IrPOBHUMH TEXHOJIOTISIMU i BUKOPHCTOBYBATH iX y HAaBYAIBHIH JisTEHOCTI.

s crarTs mpHCcBsYeHA aHai3y METOJUKH BUKOPUCTAaHHS HHU(POBUX IFPOBHX TEXHOJOTIH y HaBYaHHI
iHpopmarukw, sika Oyma po3pobieHa B Mexkax cremianbHocTi 014.09 «Cepenns ocsita (Iadopmarnka, mare-
Matuka, ocHoBH STEM-HaBIaHH )».

I3 po3BUTKOM LIMPPOBHUX TEXHOJOTIH 3pOCTa€E HEOOXIAHICTh aAanTyBaTH HAaBYAJIbHI MPOTrPaMHU 10 HOBHX
YMOB, IHTETPYIOYM iHHOBAIii{HI METOIUKH, SKi BiANOBIAAIOTh PealisM CYy4acHOTO OCBITHBOTO CEPEIOBHUILA.
Bukopucranas nuhpoBUX irpoBHX TEXHOJIOTIH Y HABYAIBHOMY TPOLIEC] € OHUM 13 IEPCIICKTHBHUX HANIPSIMIB,
10 MOTUBYIOTH CTYJCHTIB J0 aKTUBHOI y9acTi B IPOIIECi HABYAHHS.

OpHak, He3BaYKaIOUW Ha MOTEHIlial irpoBuX miargopm, MaifOyTHIM ¢axiBIsaM 4acTo OpaKye 3HaHb 1 Mpakx-
TUYHUX HABUYOK AJIS1 IXHBOTO BIIPOBAKEHHSL.

CtpyKTypa Kypcy cnpsMOBaHa Ha Te, 00 CTyAeHTH O3HaloMIIHCS 3 QYyHKILIOHAJIOM MPOIIOHOBAHUX T1JIaT-
(dhopM 1 HaBYMITHICS BUKOPUCTOBYBATH iX AJIsl pO3pOOKH BIACHUX OCBITHIX MPOEKTiB. IcHye moTpeba B iHTerpa-
1ii IrpOBMX TEXHOJIOTIH Yy Mpolec BUKIIaJaHHs iIHPOpMATHKH B 3aKiIajjax 3araibHoi cepenaboi ocBiTh (33CO),
100 TiABUIIUTH PiBEHB 3aTy4E€HOCTI CTYAEHTIB, IXHIO aKTHBHICTH 1 TOTOBHICTH 10 pOOOTH 13 CydacHUMH ITH(-
pOBHMH iHCTpyMeHTaMy. BuOipkoBa qUCHIHITIIHA MOKIMKAHA BUPIIIATH 10 TpoOIeMy IIIsIXOM HalaHHS Bif-
MIOBITHUX 3HAHb 1 HABUYOK IS €(DeKTUBHOTO BUKOPUCTAHHS ITUGPOBUX IrPOBUX MIAT(OPM Y HAaBUAHHI.

CKJ1aJHICTh BUBYCHHS MOJISATAE B HEMOCTATHIN €(pEeKTUBHOCTI TPAIUIIIHHUX METOIB HaBYaHHs [2]. Hanpu-
KJIaJ1, TiJ Yac JEKI[IHUX 3aHATh CTYJACHTH YacTO BTPAYalOTh IHTEPEC Yepe3 BIJACYTHICTh aKTHBHOI B3a€MOIIi
MK y9aCHUKaMH OCBITHBOTO IIPOIIECY.

JlocmimKeHHs TTOKa3yIoTh, 0 TPAIUITiiHI METOMN HaBYaHHS, HAPUKIIAL JICKIlii, He 3aBKIn e(PEKTHBHI
MOPIBHIHO 3 aKTUBHUM HaB4aHHSIM. Hampukian, nocmimxenHs ['apBapIchbKoro yHiBEpCUTETY HOKA3alo, 10
X04a CTYIEHTH MOXXYTb BBaXKaTH, LII0 BOHM 3aCBOIOIOTH Oijbllle MaTepiany MiJ yac JeKLiH, iXHi pe3yasraru i
piBEHb 3amaM’ITOBYBaHHS 3HAYHO BHIL, KOJIM BOHU OEpYyTh Y4acTh B aKTHBHOMY HaBUaIbHOMY mpoueci [9].
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AKTYaJIbHICTh JTOCII/KCHHSI MOJsIra€ B OOTPYHTYBaHHI HEOOXiAHOCTI pO3pOOKM HOBHX MiIXOIIB IO
HaBYaHHS, sIKi O BiJIIIOBIIaM Cy4aCHUM BHMOI'aM OCBITH.

HoBunzHa momsirae B TOMy, 1110 3aIIpOIIOHOBaHa BHOIPKOBA AUCIUILTIHA CIIPHUSIE PO3BUTKY (PaXOBHUX KOMITETEHT-
HOCTEH 1 CTUMYITIOE CTYACHTIB JI0 CAMOCTIHHOTO TOIITYKY iH(OpMAIIil Ta TBOPYOTO MiXOMy A0 PO3B’I3aHHS 3a/1a4.
Lli TexHOMOT1i BiIKPUBAOTH HOBI MOMJIMBOCTI JJIsl BUKJIA/IA4iB, TO3BOJISFOYH 1M a/IalTyBAaTH HABYAILHUN MaTepiall
710 IOTpeO YUHiB.

Merta cTarTi — OOIpyHTYBaTH aKTYalbHICTh 1 HOBU3HY CHELKYpCY «MeTonuka BIpOBaIKeHHS HUPPOBUX
ITPOBUX TEXHOJIOT1i» Ta MOKa3aTH, sIK el Kypc y3TO/KEHO 3 HAyKOBO-TIPAKTUYHUM 3aBIaHHSIM, OB’ I3aHUM
13 BIIPOBAKEHHSAM ITU(POBUX IHCTPYMEHTIB 1 refiMipikoBaHMX IMAXOMIB B OCBITHIH mpomec. CTarTs Mae Ha
MeTi TPOJEMOHCTPYBaTH e(eKTUBHICTh BHKOPUCTaHHS irpoBux rmiardopm, sk-ot Kahoot!, Blooket, LMS
Moodle Ta Minecraft Education, y miarotoBIi cTyIeHTiB 10 BUKIAIAIBKOI TisTTLHOCTI Ta IpodeciitHoi podoTn
B Cy4acHOMY LH(POBOMY CEpEIOBHILII.

CrarTts TakOX CIIpSMOBaHa Ha aHai3 BIUTUBY iIrPOBUX TEXHOJOTIH Ha MiIBUILICHHS 3aJy4€HOCTi i MOTHBAIIi{
CTY/CHTIB, a TAKOXK Ha (JOPMYBaHHS HEOOX1THMX KOMIIETCHTHOCTEH J1s1 pPOOOTH 3 TAKMMHU TEXHOJIOTISIMH B OCBIT-
HBOMY KOHTEKCTI.

AHami3 ocTaHHiX myOmikaiiii 3a Temoro gocaimaxennsi. OCTaHHIM YacoM THTaHHS BHKOPHCTAHHS irPOBUX
TEXHOJIOT1H y HaBYJILHOMY MpoLieci IPUBEPTaE Bce OLIbILe yBaru AOCIIJHUKIB. ABTOPH YHCIEHHHUX ITyOMiKarii
KOHCTaTyIOTh, 110 BIIPOBA/HKEHHS irPOBUX €IEMEHTIB Y HABYaHHS Ma€ 3HAYHWI BIUIMB HA MOTHBALIIO CTYJCHTIB.
JocmipKeHHS TOKa3ykoTh, IO 3100yBadi, siKi 0epyTh Y4acTh Y HABYAJILHUX irpax, 3a3BUYail JEeMOHCTPYIOTh BUIIHI
PpiBEHB PO3yMIHHS MaTepiaiy.

3acToCyBaHHSM IrpOBHX TEXHONOTiH y pisHHUX chepax BuBuanu SAubxyit Cy, [lep bexmynn, Xenpik Earcr-
proM [10]. Jocmigauku Cyparrana Aninar, Kitnick Jlakcana, Kanpagsi bycasHoH, AnoHTKOpH AcaBacoBaH,
Bynnit Aginar [5] i Maiis Binenosik, Tone Bona, Jlinga Kionir, Ana ManeBcbka bornanosa ta Bomogumup
TpaiikoBik [7] OMUCYIOTH AOCBiA BIPOBaIKEHHS IrPOBUX TEXHOJIOT1H B OCBITHIH Iporiec. AKTyaIbHUM Harpsi-
MOM JIOCTII/IPKEHb ChOTO/ICHHSI € T AroToBKa MaliOyTHIX I T-(axiBIliB A0 MPOEKTYBaHHS i PO3POOICHHS iIrPOBHX
TEXHOJIOT1H, 30KpeMa HaBdaIbHOTO Mpu3HadeHHs [1; 3; §].

[IpoGnemamu minBHUIEHHS €(pEKTHBHOCTI OCBITHBOTO Ipollecy 3aiimMarorbes [Bo Apnombn [6], Pigapn
Matiep Ta inmi HaykoBmi. Tak, Haymyk . M. Haromomrye Ha Ba)JIMBOCTI BUKOPHUCTaHHS MeTOAy case-study
JUISL PO3BUTKY NMPAaKTHYHUX HABUYOK CTYACHTIB. Jl0CTiKEHHS TaKOXK MiATBEPIUKYIOTh, IO IHTErpamis miar-
¢dhopm Kahoot! i Blooket y HaBuanbHMIT IpOIEC CIpUsiE aKTUBI3aIIT 3100yBadiB, JaAFOYH IM 3MOTY HaBYATUCS B
irpoBiii popmMi, 1o miABUIIYE e()EKTHBHICTH 3aCBOEHHS 3HAHB.

Buxaan ocHoBHoro marepiady. [linrotoBka MaiiOyTHIX OakanaBpiB iHHOpPMATHKH 10 BUKOPHUCTAHHS iTpo-
BHX TEXHOJIOT1H MOXke OyTH 3/1ilicCHeHa KijTbKoMa nuisixamu. OJTHUM 13 BapiaHTiB € OKpeMHH KypC, SKHIA BXOAUTh
110 BUOIPKOBHX TUCUHUILTIH, TepeAdadyeHuX OCBITHRO-NPOdeciiHUMH NporpaMaMy Ta HaBYaJIbHUMH TJTaHAMHU.
[HIIMiA miaxix nonsrae y BKIIOYEHHI MOIYIS 3 BUBYEHHS irPOBHUX TEXHOJIOTH 10 Kypcy «MeToanka HaB4aHHS
iHpOPMATUKWY, JIe ATl IIbOTO BiIBOJMTHCS OKpeMa TeMa. Tako MOXKHA pO3TIISAaTH MUTAHHS BUKOPHCTAHHS
ITPOBUX TEXHOJIOTIH il YaC BUBYCHHS OKPEMUX TE€M, HAIPUKIIAJ, ITiJ] Yac HaBYaHHS MMPOrPaAMyBaHHIO CTY/ICH-
TiB MO’KHA O3HaoMITIOBaTH 3 Tpoto Minecraft Education. KpiM Toro, MOXKITHBHM € 3aITpOBaKEHHS OKPEMOTO
Kypcy, [0 30CEPEIKYEThCS Ha MPOEKTYBaHHI Ta po3pooili irpOBUX MPOTrpaMHUX 3ac00iB.

Ha namy nymky, y npomeci niaroroBku 3000yBauis creniansaocti 014.09 «Cepenns ocgita (Indopmarnka)y»
HaHOUTBII JOIIJIBHO BUKOPUCTOBYBATH caMe MEepITy KOHLEMLi0, TPOTe MOXKYTh OyTH 3anpoBaKeHi i anbTrepHa-
THBHI BapiaHTH IiJITOTOBKH.

Kypc MIiCTHTh Tpy OCHOBHI TeMH, KOXKHA 3 SKHX MICTHTH JIGKIIHHAN Matepiai, JlaboparopHi podoTu i
(hinanpHUI TecT. Po3risiHeMo AoKIaaHIIEe KOXKeH CKIaaHuK. Criradyc TUCIIUILTIHU OXOIUTIOE OCHOBHY iH(OD-
Mallifo Mpo Kypc, HOTO OMHKC, TEMAaTHKY, a TAKOX IIKaly OLiHIOBaHHSA. Ilepmia Tema mpucBsyeHa O3HAHOM-
JICHHIO 3 IHCTpYMEHTAMH JJIsl CTBOpEHHsI BikTopuH, Hanpukiaa Kahoot! i Blooket. Bona nepex6avae nexmii Ta
MPaKTUYHI 3aHATTS, MiJl Yac SKUX CTYIEHTH BUBYAIOTh OCHOBU POOOTH i3 IMMH marpopMaMu Ta Ha0yBalOTh
HAaBUYOK CTBOPCHHS 1 HaJaIITyBaHHS BIACHUX BIKTOpHH. [Ipyra Tema 30cepelkye yBary Ha irpoBUX iHCTPY-
MEHTax, sfki moctymHi B LMS Moodle. CTynmeHTH BHBYAIOTh Pi3HOMAHITHI irpOBI BIIPaBH, SK-OT aHArpaMu
Ta KPOCBOP/H, i HABYAIOTHCS iX HAJAIITOBYBATH i IHTETpyBaTH B OCBITHIN mporiec. TpeTa TemMa cTocyeThes
BukopucTanHsa miar¢popmu Minecraft Education mis nHaBuanas iHdopmaruku. CTyIEHTH OCBOIOIOTH HaBHU-
YKU CTBOPEHHS BIpTyaJlbHHX CBITIB, OpraHizalii cepBepiB ISl YUHIB 1 pO3pOOKH 3aBAaHb i3 MPOrpaMyBaHHSI.
dinanbHe OIIHIOBAaHHS MIiCTUTh 21 uTaHHs, 13 skux 10 BUMararoTh BIAKpUTUX Bignosiael, 10 — e 3aBnaHHs
Ha BIJIIOBIJIHICTb, a TAKOXK JT0JaTKOBE 3aBJaHHs — HAIIMCAHHS €CeE.
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Kypc opranizoBano Tak, mo0 CTYJCHTH MaJli MOXIHUBICTh OpaTd y4acTb y JIEKLisX, BUKOHYBaTH Jabopa-
TOPHI 3aBJIaHHS Ta MPAIOBAaTH CaMOCTIiHO. /[ OLiHIOBaHHS Pe3yJITaTiB HABYAHHS PO3POOJICHO CHCTEMY, SKa
BpaxXOBYE OITIHKY 3a JIA0OpaTopHi poOOTH, MICYMKOBHI TECT Ta 1HAWBITyaTbHI TOCTITHUIBKI 3aBIaHHs. IrpoBa
METOZMKA BIIPOBADKYETHCS 13 CaMOro 1o4arky Kypcy «MeTonuka BIpoBaKeHHs HU(PPOBUX IrpOBUX TEXHOJO-
rii». YKe Ha epIIoMy 3aHATTi CTYICHTH O3HAHOMIIIOIOTECA 3 IrPOBUMH IIaTdgopMamu, 30kpema 3 Kahoot!, sky
BUKOPUCTOBYIOTH ISl NIarHOCTUYHOTO TECTyBaHHs. BikTopuHa momoMarae BUKIaAadyy OLIHWTH pPiBEHb 3HAHB
CTY/IEHTIB Y HEBUMYIICHIH 1 CIPUATIMBIN 1711 HAaB4aHHsI atMocgepi.

[Nepma Tema Kypcy 30cepelkeHa Ha BUBYCHHI IHCTPYMEHTIB JJIsl CTBOPESHHS BIKTOpUH. BikToprHU, 3acHO-
BaHI Ha KEHCOBIM METONUII], IAaI0Th 3MOTY CTYAEHTAaM IIPALIOBAaTH 3 PeaJbHUMHU NPHUKIIAJaMH, 3aCTOCOBYIOUU
TEOpPETHYHI 3HaHHS Ha mpakTuli. [lix yac 0OTOBOpEeHHS pe3yNbTariB CTyACHTH 1 BUKJIa1adi MOXKYTh aHaJi3y-
BaTH NPABWIBHICTD KOKHOTO pillIeHHs. Y paMKax T€MH PO3DIJA0Th AB1 MOMYJISIPHI IIaTGOpMHU sl CTBO-
penns BikropuH: Kahoot! i Blooket. Kahoot! Jlae 3Mory sierko Ta mBuAKO CTBOPIOBATH iHTEPAKTHBHI 3aBIaHHS
JUTSL 3aHSTh 1 CAaMOCTIHOT poOOTH. Ha JIeKIisiX CTy/IeHTH BUBYAIOTh CTBOPEHHS BIKTOPUH Pi3HOI CKJIAJHOCTI:
BiJl IPOCTHUX IUTAHb 13 BapiaHTaMHU BIAIOBIICH 10 3aBIaHb, 1[0 BUMAraloTh IIMOIIMX 3HAHb 1 aHAI3Y.

Kahoot! mae MOXIHBICTS THYYKO HAJAIITOBYBaTH BIKTOPHHHY, 3MIHIOIOYH Yac Ha BiMTOBIIb, TOJAI0TH Pi3HI
(hopmaTH 3anUTaHb, MyITbTUMEAIHH] €IEMEHTH 1 YCKIIaJHIOIOYH 3aBAaHHs HA KOKHOMY HACTYITHOMY PiBHi.

Blooket € me ogniero iatdopmoro A CTBOPEHHS BiKTOpUH. BoHa Hajiae mMPOKi MOXKIIMBOCTI J1s1 Hana-
LITyBaHHS Ta CTBOPEHHS Pi3HHUX (opMmariB 3anmuTaHb i BiAmoBiaed. Ha nexnisx BUKIaga4 NOpiBHIOE (yHKIIIO-
Hai Blooket 3 Kahoot!, akiienTyroun yBary Ha ix BiIMiHHOCTSIX.

[onpw Te 1m0 06H/IBI IUIATHGOPMH BUKOPUCTOBYIOTH JIISI IHTEPAKTHBHOTO HABYAHHS, BOHH MAFOTh PI3HUH ITiJIXiJI.
Kahoot! opieHTOBaHa Ha MIBUAKICTH PEAKITIH 1 3MaraJTbHAN €JIEMEHT, IO POOUTH ii 11€aTbHOIO IS KOPOTKHUX OIH-
TYBaHb 1 IIBUJIKOI 1epeBipky 3HaHb. Blooket, HaBmakw, 30cepenkeHa Ha OUTBII TPUBAJIOMY irpOBOMY TIPOLIEC], e
MPaBUIBHI BiAMOBII JOIIOMAraroTh CTYJEHTaM CTPAaTEriqHO PO3BUBATUCH Y I'pi. TyT 3HAHHS MOETHYIOTHCS 3 MOX-
JIMBICTIO TUIAHYBaHHSI il Hariepen, HalpHKJiIaj, KyIiBjelo MOMIMIIeHb I 3aXUcTy Bia cynepraukis. Tomy Kahoot!
I IXOAUTh JJIs1 IIBUIKUX TECTIB, a Blooket — y1st TpUBailIuX 3aHsATh, /¢ BAXKIIMBA IIBUIKICTh 1 CTPATETis.

Y Mexax 1aboparopHUX poOiIT CTyAEHTH CTBOPIOIOTH BIKTOPHUHH TS IIKUTBHUX TeM 3 iHpopMarukn. Hanpukmas,
i gac podotu 3 Kahoot! morpidHO po3poduty BikToprHy Ha TeMy «Komm torepHa rpadika» ado «3axucT JaHuX»,
HaJIaIITYyBAaBIIM TaiMep ULl KOKHOTO 3anuTaHHs. Y poboTi 3 Blooket cTyneHTH CTBOPIOIOTH BIKTOPUHH 3 PI3HUMHU
(hopmaramu 3ariTaHsb, IK-0T BUOIp MpaBIILHOL BiIIOBI1, BCTAHOBIIEHHS BiIIO-

BIIHOCTI 200 3aMOBHEHHSI MPOITYCKIB. e

BaxnuBo, mo6 BUKJIaAa4 JIEMOHCTPYBAB pealibHI MPUKIagl BUKOPHUC- .
TaHHS BIKTOPHUH Yy HaBYaHHI, CTUMYJIIOBaB 3MarajbHUN €JIeMEHT 1 HaJaBaB
CTYICHTaM MOXKJIMBICTh CTBOPIOBATH BJIACHI BIKTOPHHH IS IOMAJIBIIOTO
aHaITi3y Ta BIOCKOHAIEHHS, TiAOWPArOYH MIPH [IbOMY BiAIIOBIHI 3alTUTaHHS,
HAJIAIITOBYIOYH TaliMEpH Ta MPOIOHYIOUN CUCTEMY OLiHIOBaHHS (puc. 1).

[Ticnsa 3aBepiieHHst poboTH 3100yBayi OCBITH HPOMOHYIOTH CBOi Bapi-

Wil Verbdm

A momHa NERECYHYTA

ENEMENT Ha OEARMA

AHTH BIKTOPUH ISl IPOXO/KCHHS OJHOTPYITHUKAM, a BUKJIAIad CIIIKYE 3a 2 U
MPaBUJIBHICTIO HAJIAIITYBaHb 1 aJIallTalli€l0 10 Pi3HUX (OPMATIB 3alUTaHb. =
[Ticns mporo BigOyBaeThbes peduiekcis, e YIaCHUKH aHATI3yIOTh TPYIHOIII " nonowews Ha 10
B TIPOIIeCi BUKOHAHHS 3aBJIaHHS, 0OTOBOPIOIOTH BIUTUB BUKOPHCTAHHS TUIAT- nikcenia npasapyy?
¢dopm Kahoot! i Blooket Ha HaBYaHHS Ta B3aEMOJII0 MiX CTYICHTaMH B

rpyi.

Hpyra Tema mpucBsiueHa BUBUYEHHIO irpoBuX 3aco0iB LMS Moodle. Lle
nomysspHa HHgT(’popMa JUU1 WCTAHIIAHOTO HABYAHHS, AKA JIA€ 3MOTY iHTe-
TPyBaTH irpoBi €JIEMEHTH B KypCH JUIS ITiIBHICHHS MOTHBAII] CTYIEHTIB.

Bona migTpuMmye pi3HI THIIM iHTEPAKTHBHHUX 3aBIaHb, SK-OT BIKTOPHHH, -
KPOCBOPAM, aHAaTpaMu # iHmIi irpoBi (GopMH.

JlekuiliHuii MaTepiaj Kypcy OXOIUTIOE OCHOBHI (DYHKUIl irpoBUX MOAY-

niB Moodle Ta nemMoHCTpYyeE, SIK IHTErpYBaTH iX y CTPYKTYpY HaBYaIbHOTO

kypey. JoctynHi irposi 3aco6um y LMS Moodle: «Anarpama», «l'oHnka 3a
migepom», «Kpurnreke», «KpocBopm», «lIpuxoBaHa kapTHHKa», «MIiTbHO-

transfarm: translste(10px):

Puc. 1. IIpoyec npoxodowcenus
3@ 00NOMO2010 MODINLHO2O
APUCMPOIO BIKMOPUHU,
CMBOPEHOT CMyOeHmom

Hep», «Cynoky». Po3risiHeMo noknaaHilIe KOKHY 3 HUX. OVl BUBUEHHSL eMU 3
«Amnarpama» B Moodle BUKOPUCTOBYETBCS SIK Tpa, ¢ 3100yBadi MaroTh iHghopmamuxu
CKJIaCTH TIpaBHJIBHE CIIOBO 3 TepecTaBieHuX Jitep. Bona crpuse po3Bu- ona yunie 9-20 Knacy
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TKy MOBHHX HAaBHYOK 1 3aKpIIJICHHIO TepMiHOJOri] 3 nmpenmera. CTyIeHTH BUKOPHCTOBYIOTh aHAarpamy AJis
BHBYCHHSI HOBUX CIIiB 1 TOHATH. [{11s mpukiiaay, ctyaeHTH oTpuMytots Jitepu «M, A, K, T, I, b», i im noTpioHo
ckiactu cinoBo «bBIOMAT» (puc. 2).

is a fundamental software component that is an integral part of most personal computers and other computing devices. The BIOS serves as

the interface between the computer’s hardware and the operating

i Ba macte 3 cnpob

BI_

1%

niepe ABCDEFGHIJKLMNOPQRSTUVWXYZ.

Puc. 2. Buxopucmanns ieposoeo 3acoby «Anazpamay y LMS Moodle

«l'oHKa 3a JMigepoM», Mo CyTi, IIe 3MaraHHs, y SKAX 3100yBadi BiIIOBIAAIOTh HA 3alIUTAHHS, OTPUMYIOUH
0asn 3a MIBHUIKICTD 1 MPAaBHIIBHICTH BiAmoBiAel. KoxkHa mpaBuiibHA BiAMOBIIH a€ 3MOTY YYaCHHUKY IMPOCYHY-
THCS BIIEpe]] Ha BIpTyallbHIHN Tpaci, o CTBOPIOE atMocdepy KOHKypeHiii (puc. 3).

«Kpunrexcom» Ha3UBaIOTh TPY, AKa Oa3yeTbest Ha mmdpyBaHHi i po3ragyBaHHi kogiB. CTyIeHTH OBUHHI
MIPaBUIIBHO BiJIIOBICTH Ha CEPIil0 3alMTaHb, 100 3HAUTH K04 IO HACTYITHOTO piBHS a0o0 3aBnaHHA. J{is npu-
KJIajy, CTYJACHTH MalOTh MPABUIIBHO BIJTIOBICTH Ha CEPIIO 3allUTaHb, 00 3HAUTH KJIFOY 10 HACTYIHOTO PiBHS
3aBmaHb (puc. 4).

«Kpocsopm» y Moodle Mae BUTIIS T KITACHYIHOTO KPOCBOP/A, Y IKOMY CTYACHTH MarOTh 3aIIOBHUTH KITITHHKH,
BHUKOPHCTOBYIOUM Miaka3kd. LI rpa momomarae ydHsSIM 3aKpilliTH TE€pMiHM Ta iX Bu3HaueHHs. «KpocBopm»
aJIanTyeThesl 10 Oyab-sKoi TeMH, 10 pOOUTH HOTo yHiBEpCcaaIbHUM iHCTPYMEHTOM I HaByaHHs. Hanpukman,
CTYACHTH OTPUMYIOTh MUTaHHA: «KoMIT'1oTepHa mporpamMa Jjisl pearyBaHHs 300paKeHb» 1 y BiAMOBiAb BITU-
cytotb Adobe Photoshop abo CorelDraw (puc. 5).

Puc. 3. Buxopucmanus izposoeo 3acoby «lonka 3a nioepom» y LMS Moodle
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Puc. 5. Bu

TCRYRCNECH Fpsr Br00udiss) EABBUNASES PDOMd. BIA PR, s

acoby «Kpoceopoy y LMS Moodle

§ CTERITrBy PR

KOPpUCMAHHA 12P06020 3

«[IpuxoBaHa KapTHHKa» — e TPa, y AKiii 3m00yBadyi, BIIMOBIIAal0uM Ha 3alIUTAHHS, IOBUHHI PO3raJIaTH YaCTKOBO
3aKpuTe 300pakeHHs. BoHa Moxke OyTH BUKOpHCTaHa [Tl BUBYEHHST HOBHX TeM a00 sIK 3aci0 SISl IIOBTOPEHHS (pHC. 6).

I'pa «Minsiionep» B Moodle BinTBOproe ¢popMaT MOMyISIpPHOTO TEJIEBI3IHHOIO IOy, 1€ YYaCHUKH BiIO-
BiJJAIOTh HAa 3aMUTaHHs (HANpHUKIaA, «fka MOBa MpOrpaMyBaHHS BHUKOPUCTOBYETHCS Ui BeOpO3poOKH?»),
3Maralounch 3a BipTyadbHUH nipu3. KoxkHe MUTaHHS Mae KiTbKa BapiaHTIB BiAMOBiJEH, a CTyIEHTH MalOTh
MOKITUBICTh BUKOPHCTOBYBATH ITiIKA3KH JJI TOCSTHCHHS YCITIXY.

«Cymoxy» B Moodle — me moriuHa rpa, A€ YYaCHHKH MOBHHHI 3alIOBHUTH KIIITHHH YHCIAMH TakK, 100
y KO)KHOMY PSIIIKY, CTOBITYHKY 1 KBaapari 3 X 3 He MoBTOproBaIMCS Ti caMi nndpu. Hanpukian, rpasens oTpu-
MY€ YaCTKOBO 3allOBHEHE CyAOKY M MOBHHEH 3aBeplunTH Horo. [Ipuknan 300paxeHo Ha puc. 7.

V rpi «AHarpama» CTYI€HTH MAIOTh CKJIACTH MPaBUIILHE CJIOBO 3 HEBIOPAKOBaHUX JiTep. HanamryBanHs
TpH JIa€ 3MOTY BUKJIaJ[aqy KOHTPOJIIOBATH Yac Ha BUKOHAHHS 3aBJJaHHS 1 KUIbKIiCTh CIIPOO.
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Puc. 6. Buxopucmanns izposozo 3acoby «llpuxosana xapmunxa» y LMS Moodle

Ouinwa signoaiged
Al.
ue SiERT ONepIid=EoT CHOTeMM, WO MICTHTE Gadia-Bxiiaky H) AeRrMA OU'EXT B aeperi pecypdin

Bianopiae:

A2
CNEWIANEHD CTEDDEHA MpOTpasa, K8 HAH0CATE WEDIY ANAPATHOMY Ta NPOT AMHOMY IafieanausHHD

Puc. 7. Buxopucmanns icposozo 3acody « Cyooxyy y LMS Moodle

JlaGopaTopHi 3aHATTS B MeXax Kypcy nependaqaloTh 3aBIaHHs, KOKHE 3 SKHX 30CEpelKeHEe Ha IEBHOMY
TUMi irpoBoro iHcTpyMeHTy. CTyIEeHTH CTBOPIOIOTH BiacHi Kypcu B Moodle, oTpuMmyroun mpaBa BHKIIaJada
IUISL TOJaBaHHS 1 HaJAIITYyBaHHS irpoBuX pecypcis. Hampukian, Ha 3aHATTI 3 «AHarpamMoro» CTyAEHTH po3-
pOOJIAFOTE BITACHI iTPH, MTOJAIOTh TEPMIHM Ta HAJAIITOBYIOTH MapaMEeTpPH, SK-OT Yac BUKOHAHHS 3aBIaHHS i
KITBKICTB CIIpo0.

[HmmM npukiaagom € rpa «'oHKa 3a Jinepom», Ae CTyACHTH BiANOBINAIOTH Ha 3alIUTaHHs Ta 3MaraloThes 3a
nepiie Miciie, IpOCyBalOYHCh Ha BipTyasbHil Tpaci. Bukinasau Mo)ke HamamToBYBaTH THITH 3alUTaHb 1 BUKO-
pHUCTOBYBaTH OaHK MUTaHb, 00 IHTETPYBATH 3aBIaHHS 3 PI3HUX TEM Kypcy.
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Puc. 8. Mooynv 3. Buxopucmanus Minecraft Education y npoyeci HaguanHs iHghopmamuxu

[Ticnst 3aBepIIeHHs KOXKHOTO 3aHATTS CTYACHTH MArOTh 3MOT'Y OOTOBOPHUTH CBO JOCSTHEHHS Ta CKJIAIHOIIII,
3 SKMMH BOHU 3ITKHYJIUCS ITiJT YaC BUKOHAHHS 3aBJaHb. BUKiIa1aq OmMiHIOE HE TUTHKY MPABMIIHHICTH BiJIIIOBI-
Ieit, ane i 3ycuyuIsd, BUTpadeHi Ha CTBOPEHHS BIIACHUX iTrop.

Tpets Tema Kypcy npucBsdeHa BukopuctanHio Minecraft Education anms Buknamanus iHdopmaruku. s
Bepcis rpu Minecraft Oyna crieniaibHO afjanToBaHa 0 OCBITHIX MOTPeO 1 MPpomoHye 0e3J1id MOKIUBOCTEH A1
CTBOPEHHSI IHTEpPaKTHBHOTO HABYAJHHOTO CEPElOBHINA, IO CHPHUSE PO3BUTKY TBOPYHX, aHAIITHYHHX 1 MPO-
rpaMHHX HABUYOK (puc. 8).

Jlexmist moYMHAETHCA 3 OMIALY icTopil Ta ocHOBHEX (yHKIIH Minecraft Education. Bukiramad mosicHIoe,
SIK Tpa MOKe OyTH BUKOPHICTaHA IS HABYAHHS Pi3HHUX aCHeKTiB iH()OPMATHKH, aKI[EHTYIOUN yBary Ha TaKuX
pexxumax, sk «KpeaTuBHuUi», 10 Hala€ HEOOMEXEHHUH JOCTYI A0 PECyPCiB Ta igeaqbHO MiAXOAUTH AJIS OCBIT-
HiX 3aBIaHb, «PeXxuM BIKMBAaHHS», SIKUM BUMarae CTpaTerivHOro MHUCJICHHS B YMOBaX 0OMEKEHUX PECYPCiB,
i «CrioctepexeHHs», 10 JAa€ BUKIIAAaqy MOXKIUBICTh KOHTPOJIOBATH Ipoliec 03 aKTUBHOTO BTPYYaHHS.

OnHuM 13 KITIOUOBHX acIeKTiB € CTBOPEHHs BIacHUX CBITiB y Minecraft Education, siki BHKOPHCTOBYIOTH JIJIst
BHUKOHAHHS 3aBIaHb i3 IporpamyBaHHs. CTyIeHTH, TIPaITIOI0YH iHIUBITyaTbHO a00 B TpyIIaX, CTBOPIOIOTH HABYATbHI
CBITH, 1[I0 MIiCTSITh 3aBIaHHS 3 IPOTPaMyBaHHS, IK-OT po3pO0Ka aBTOMAaTH30BaHIX aJlTOPUTMIB TS 300py pecypCiB.
3100yBaui TAKOX BUBYAIOTb, SIK HAIAIITOBYBATH KOMaHIHi OJI0KH, II00 aBTOMAaTH3yBaTH IIPOLIECH B I'Pi, HAIIPUKIIAT,
JUTsl CTBOPEHHSI aBTOMAaTH30BaHKUX (epM abo 1HIINX 3aBIaHb, 0 BUKOPUCTOBYIOThH LIUKIIH i YMOBH.

I'pynoBa pobora B Minecraft Education nepeanbauae cTBopeHHs1 0araTOKOpUCTYBallbKUAX CBITIB, Jie KOXKEH
CTYZEHT BiJIIOBiIa€ 3a CBOIO YAaCTHHY IIPOEKTY, III0 PO3BUBAE HABMYKY CITIBMpal i rutanyBanHd. [licns 3aBep-
LIEHHS 3aBaHb CTYACHTH IIPE3EHTYIOTh CBOI CBITH Ta IPOEKTH, BUKJIAa4u OLIHIOE PaBHIbHICTh BUKOHAHHS,
KpEaTHBHICTh i BMiHHS BUKOPHUCTOBYBATH MPOTPaMHI 3HAHHS.

[Ticns 3aBepienHs podiT BigOyBaeThes peduieKcis, mif yac sIKoi CTyIeHTH 00TOBOPIOIOTH BIACHHUH JOCBIJ
Bukopuctanaa Minecraft Education, aHanmizytoTs TpyaHOIIi, 3 SIKUIMH 3iTKHYJIUCS, 1 OL[IHIOIOTH, SIK LISl TLJIat-
¢dopma monomoriia iM y po3BUTKY HaBHUYOK MTPOTpaMyBaHHs Ta poOOTH B KOMaH/I.

[TimcymMOByIOUM KITFOUOBi €JIEMEHTH METOMWKH, CIij BiA3HAUYMTH, IO 3actocyBaHHS Minecraft Education
y HaBYaJHHOMY IPOIIECi CTBOPIOE IHTEPAKTUBHE CEPEIOBHIIIE, SIKE CITPHSIE PO3BUTKY B CTY/ICHTIB CAMOCTIHHIX
HaBUYOK BHUPIIICHHS MPOOIeM, a TAKOXK IX TEXHIYHHX 1 COIiaIbHUX KOMITETESHIIIM.

st ouiHIOBaHHS PiBHS 3aCBOEHHS irPOBUX TEXHOJOTIM KypcoM mependaueHo IMiCyMKOBE TECTYBaHHS.
Tect ckiagaeTbes i3 3aBIaHb, BigiOpaHuX i3 OaHKY MUTaHb, IKAH MICTUTH TPH KaTeropii: mepiia nepegdadae
25 3anmuTaHb 13 BIAKPUTOIO BIAMOBIIIIO, Ipyra — 25 3amuTaHb Ha BIAMOBIAHICTH, @ TPETS — €ce Ha BUOIp 3
I’ TeM. TecT CTpyKTypoBaHUH Ha TpH OJIOKH, Jie TMepInuii MicTuTh 10 3anuTans i3 kareropii «[Iutanus 3
BIIKpUTOIO BignoBimio» (puc. 9).

Hnst npyroro 610Ky BuOupaemo kareropito «llurans Ha BiamoBinHicTb» 1 KibKicTb 10. Y TperboMy 610111
3alUTaHb BUOHpaeMo Kareropito «Ece» i3 I’ ATH MOXITMBHUX BapiaHTIB — JUILe ofHy TeMy. Lle o3Havae, mo ans
KOKHOTO CTY/JEHTa BUIAIKOBUM YHHOM BifOupaeThes 10 3amuTans i3 mepmoro OJI0KY, CTITBKH XK — i3 Ipyroro
OJIOKY # oflHE ece 3 TPEThOro OJIOKY.

Posmonin 6aimiB 715 OIMIHIOBAHHS CTYACHTIB Y Kypci 300paskeHo B TaomuIli 1.

[Ticns 3madi 3aBnank nepmioi TeMu «IrpoBi 3aco0u AJIst CTBOPEHHS BIKTOPHHY» BUKJIA a4 MIepeBipse, Y1 Bi/IIO-
BiZIalOTh BIKTOPUHH KPUTEPisAM 1 BUMOraMm. MakcuMyM 3a Ito TeMy Mo)kHa oTpumMary 30 6aiiB, To6To 1o 15 Ganis
3a 3aBHaHHs 3 BukopuctaHHs ruargopm Kahoot! Ta Blooket. ¥ apyriii Temi «Irposi 3acoon LMS Moodle»
nependadeHo 8 3aBlaHb, KOXKHE 3 SKHUX OIIHIOETHCS B 2,5 Oana, 110 qae 3aranbHy ouiHky y 20 OamiB. Y Tperiit
temi «Buxopucranus Minecraft Education» gepe3 ckiannimi 3aBraHas MoxHa 3apooutn 10 30 6ais.
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AoasTH BUNAANORE NUTAHHA A0 CTOPIHKK 1 %

Bunagkoee nuTaHHs 3 icHyrouol KaTeropil

Puc. 9. Cmeopenns eunaoxosux 3anumans 0si NiOCYMKOBO20 mecmy

Tabmums 1
Po3nonin 0ajiB AJs1 OLiHIOBAHHS CTYIEHTIB Y Kypci
Tema 1 Tema 2 Tema 3 HiacymxoBuii Tect
30 GaiB 20 GamniB 20 Gamni 30 GaxniB

[TincymkoBuii Tect, BukoHanuii Ha 100 %, oriHroeTbes y 30 GainiB. Jljist 11bOT0 MOTPiIOHO BiJINIOBICTH Ha:

— 10 BHAMMagKOBUX 3alMTaHb 3 BIIKPUTOIO BiATOBI MO (110 3 Oayin 3a KOXKHE);

— 10 3arMTaHp Ha BiAMOBITHICTE (TI0 2 0ay 3a KOXKHE);

— HamucaTH oxHe ece (OmiHeThesa B 20 OaiB).

BignoBiBumM mpaBUIIbHO Ha BCi 3amuTaHHS, MOXXHa HaOpatu 70 OaniB, sIKi MIiCHS TOTO KOHBEPTYIOTHCS
y 30-6asibHy cuctemy. ToOTO 3araiom y Kypci 3a miJICyMKOBHI TeCT MO>KHA oTpumatH 30 OaiiB, mpoTe BUOIp-
KOBa JIMCIMIUIIHA TTOOYI0BaHA TAKMM YHHOM, 1110 70 OajiB — e MakcuMalbHa OIiHKa 32 TECT.

BucnoBku. BukopuctanHs irpoBuX TEXHOJIOTIH Yy HaBUAJHLHOMY IPOIECI € BAXKIUBHM CIEMEHTOM ITifI-
TOTOBKH MaiOyTHIX BUuTelNiB iHQopMaruku. Lle gae 3Mory 3podutn mporiec HaB4aHHS OLTBII 3aXOTLTIOI0YHM,
3aJIy4ar0uy CTYACHTIB 10 aKTUBHOI Y4acTi Ta CHPHUSIOYM KpaIloMy 3aCBOEHHIO MaTepiany. Irposi miardopmu,
sk-oT Kahoot!, Blooket, LMS Moodle Ta Minecraft Education, MoxxHa 3 KOPUCTIO 3aCTOCOBYBAaTH B HABYaJIh-
Homy mporeci y 33CO, BoHH € eeKTHBHUM iHCTpYMEHTOM JJisi (hopMyBaHHS (PaxOBHX KOMIIETEHTHOCTEH
MaiOyTHIX Ieaaroris.

OOMEXEeHHSIM Y 3aCTOCYBaHHI METOIUKH BBAXKAEMO JIEAKI TEXHIUHI MpoOieMu momo po3ropranHs LMS
MOODLE y 33CO. Ix Bupinrenns B6agacMo y BCTAHOBJIEHHI BKa3aHOT CCTeMH Ha XMapHi riardopmu [4] a6o
n00opi irpoBHX 3ac00iB AJIs 3araJIbHOAOCTYIIHUX XMapHUX IIaTGOpM.

[NepcnexTrBY MogaNbIIMX AOCTIKeHb. Hanami mianyemMo eKcriepuMeHTaNbHO NEPEBIPUTH KyPC 13 32Ty YeH-
HsIM 3000yBaviB ocBiTH 3a cnenianbHOCcTsIMU 014.09 «Cepennst ocsita (Indopmaruka)» Ta 122 «Komn torepHi
Hayku». [lomanpini MOCHIKEHHS OyayTh CIPSMOBaHI Ha BHMBYCHHS IHIIMX HU(PPOBUX IrPOBHX 3aco0iB:
HackerRank, CodeCombat, CodeWars, ClassCraft Ta CodinGame — aj1s iX BIpoBaKeHHS B OCBITHi# mporiec
i CTBOPEHHS BIIACHHUX 3aCO0iB Takoro THIry. /[omiTbHIM € pO3pOOIIEHHS! METOIUK BHKOPUCTAHHS IU(POBUX
IrpOBUX TEXHOJIOTIH y HaBYaHHI JUCLUIUIIH HpodeciiHoi miAroToBky OakanaBpiB iH(GopMmaTHKH. Baxknnuo
TAKOXK AOCHIJUTH 1HII HABYAJIbHI KypCH, PO3POOJICHI 3 BUKOPUCTAHHSM 1HTEPAKTUBHUX TEXHOJIOTIH, a TaKOXK
BIUIUB IIU(PPOBUX ITPOBUX TEXHOJIOTiH Ha (POPMYBAaHHS COIIAIbHUX i KOMYHIKaTUBHUX HABUYOK Y CTYACHTIB.
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